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GAME SERIAL NUMBER LOCATION

Your game’s serial number is stamped on the circuit (back) side,
bottom right corner, of the printed circuit board—see the illustra-
tion below. The same number is also stamped on the TV monitor
chassis. Please mention this number whenever calling your
distributor for service.
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LOCATION SETUP

A. INTRODUCTION

Tournament Table™ is a collection of 12 paddle
games contained in Atari’s cocktail table cabinet, A
19-inch black-and-white TV monitor is mounted in
the center of the cabinet and is tilted slightly forward
from a horizontal position. The TV monitor is sur-
rounded by a Plexiglas®control panel on top of the
game cabinet. The control panel includes:

® Four sets of player controls

ONE-PLAYER START button (LED switch) See
* TWO-PLAYER START button (LED switch) )Figure
FOUR-PLAYER START button (LED switch) 1-1
GAME SELECT button (LED switch)
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Figure 1-1

The GAME SELECT button is functional at all
times except during game play. The start buttons.can
be activated after the proper amount of coins have
cleared the coin acceptor. Each set of player controls
consist of an OPTION CONTROL button (LED switch),
and a potentiometer. The potentiometer controls the
vertical or horizontal movement of the paddle. The
OPTION CONTROL button is used to control one of
three ball/paddle features {(except in Breakout where
it functions as a ball serve control).

Tournament Table offers three options/features,
each one designated for specific games. See Table 1-1
for Game/Option Designations. The three option/
features are:

e WHAMMY: Puts sharp angles on the ball when the
OPTION CONTROL button is pressed and held
down. If the button is released immediately it
appears to distort the direction and speed in

Tournament Table Control Panel

which the ball is traveling. Has no effect when
the ball is traveling in a direct horizontal line
across the screen.

® CATCH: Causes the ball to stick to the paddle
when the OPTION CONTROL is pressed and
held down. Players can use this feature to aim a
hit, pass to ateam paddle, or plan strategy. When
the button is released the ball will release. The
angle at which the ball leaves the paddle de-
pends on which section of the paddle the ball is
caught.
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Table 1-1

Game/Option Designations

Option

No. of
Game WHAMMY™ | CATCH™ JUMP | BALL SERVE Players
BREAKOUT X 1or2
SOCCER | X 2or4

SOCCER 1] 4
FOOZPONG 2or4
HOCKEY | X 2or4
HOCKEY I 2or4

HOCKEY lil 4
QUADRAPONG NO OPTION 2or4
HANDBALL X 2or4
VOLLEYBALL X 2or4
BASKETBALL | X 2or4
BASKETBALL il 2o0r4

Itis possible to “scrape” the ball off the paddie
by moving the paddle through the edge of the
playfield and back.

¢ JUMP: This feature causes the paddle to jump ver-
tically from the bottom of the playfield to the
playfield center when the OPTION CONTROL
button is pressed and held down. The paddle will
return to its home position when the button is
released. The paddle must be jumped before the
ball passes through the playfield center or the
ball will travel through the paddle instead of
bouncing off the paddle.

All of the games (except Breakout, Soccer Il and
Hockey Ill) have a two- or four-player version (see
Table 1-1). The object in all games is to obtain the
highest score when the game ends. You may select a
game end score of 11 or 15 points for all games except
Breakout. (See Table 1-3, Operator Options.)

There is a time limit of ten minutes for all games
except Breakout. A three- or five-ball game is optional
for Breakout and there is no time limit. (However, if
the player does not push the serve button within 16
seconds, the ball is served automatically.) In Break-
out the bricks will refill the playfield indefinitely
when they are all hit, and the player hasaturn orturns
remaining. It is also the only game which includes
replay. (See Table 1-3 for Breakout replay levels.)
Chapter 2 contains a detailed description of game
play for all games.

B. GAME INSPECTION
Tournament Table is manufactured by Atari with
the intent of being ready to play immediately upon

removal from the shipping carton. Your cooperation
is needed to supply the final touch of quality contral.
Please follow the procedures below to ensure that
your game is in perfect condition.

1. Examine all external parts of the game cabinet for
dents, chips, or broken parts.

2. After determiningthatthe game has been received
in good condition, unlock and remove the rear
door assembly. Carefully inspect the interior and
verify that:

¢ All plug-in connectors are firmly seated.

¢ All integrated circuits in sockets on the game
printed circuit board are firmly seated.

The fuses are all seated in their holders.

No harness wires are disconnected.

No loose foreign objects are present, especially
metal objects that could cause electrical prob-
lems.

Be sure all major assemblies are checked. Check
the game printed circuit board (PCB), the trans-
former, the two coin mechanisms, the speaker, the
player controls, and the TV monitor chassis.

C. LOCATION OF SERIAL NUMBER

The serial number for Tournament Table is lo-
cated in the corner (common to both edge connec-
tors) on the back of the PCB, inside the game cabinet.
See the illustration on the inside front cover of this
manual.



D. INSTALLATION
REQUIREMENTS

Power Requirements and Line Voltage Selection

Tournament Table is shipped for operation at 110
VAC, 60 Hz. Power consumption is approximately 150
_ watts. However, if your local voltage is not 110 volts,
follow this procedure. You must select one of four
connectors at the power supply and plug it into the
voltage selection socket. Figure 1-2 shows the four
connectors, with one of them plugged in. The plugs
are identified by wire color as listed in this figure.
Note that there are two basic operating voltages—110
VAC, 60 Hz, and 220 VAC, 50 Hz, with provisions for
low line voltage in each case. To insure proper opera-

tion, measure line voltage. If voltage is consistently
below 100V (for 110 VAC lines) or below 210V (for 220
VAC lines), use the low-voltage connections. Use the
black plug for low 110 VAC lines and the green plug
for low 220 VAC lines.

Temperature Range

Location and storage should not be below 0 de-
grees Celsius (32 degrees Fahrenheit), and no higher
than 49 degrees Celsius (120 degrees Fahrenheit).

Humidity Range
Relative Humidity for location or storage should
be no more than 95%

LINE VOLTAGE-CHANGING
VOLTAGE PLUG WIRE COLOR
95 VAC BLACK
110 VAC ORANGE
(installed at factory)
210 VAC GREEN
220 VAC RED

® ©

ON/OFF AND
INTERLOCK
Power {In 3

NOTE:
Power supply in your game may not
include fuses F3 and F4.

Voltage - Change Plugs

8 Amp, 125V.
/-Fasl-Blow

M -
115V
o o @
PCB
EPower:
l ‘ @
25Amp.125 V.
Slow —bhlow
I
il ©

SWITCH
3Amp, 250 V.
Slow - blow

Figure 1-2 Location of Voltage-Changing Plugs on the Power Suppy



Location Space Requirements

Cabinet Dimensions:

® Top: Height—76 centimeters (30 inches)
Width—385 centimeters (33% inches)
Depth—76 centimeters (30 inches)

® Base: Width—60 centimeters (2334 inches)
Depth—A45 centimeters (18 inches)

Type of Power Cord

Atari has added a strain relief power cord to
Tournament Table. The advantage of this type of
power cord is that, if pulled accidentally, the strain
relief will hold the cord in place at the cabinet wall.
The plastic strain relief “cushions” the impact of the
shock and prevents the cord from pulling the wires
out of the harness connector. Check the power cord
assembly periodically for damage.

E. INTERLOCK SWITCHES

To minimize the hazard of electrical shock while
you are workinginside the game cabinet, aninterlock
switch has been installed at the rear door assembly
and at the coin door. These switches (2) remove all
power from the game while one or both of the doors
are open. Refer to Figure 1-3 for switch locations.

Check for proper operation of the interlock
switches by performing the following steps:

1. Unlock and remove the rear door assembly. Un-
lock and open the coin door.

. Plug the AC power cord into a 110-volt source. (If

the voltage is consistently less than 110 VAC, make
sure that you change the voltage plug to the black

plug.)

. Close both doors. Within approximately 30 sec-

onds the TV monitor should display a picture.

. Slowly open each door (individually) until the TV

monitor picture disappears. The TV monitor pic-

ture should disappear when each door is opened

less than one inch.

. If the results of Step 4 are satisfactory, the inter-

lock switches are operating properly. If the picture
does not disappear as described, check to see if
one of the switches is broken from its mounting or
stuck in the on position.

. Close and lock the rear door assembly. Close and

lock the coin door.




F. VOLUME CONTROL

To adjust the volume it is necessary to remove
the rear door assembly and locate the game PCB on
the right side of the cabinet wall. The volume control
may be adjusted without removing the PCB from the
cabinet. See Figure 1-3 for location of the volume
control.

G. SELF-TEST PROCEDURE

Tournament Table will test itself and provide data
to demonstrate that the game's circuitry and controls
are working properly. The self-test procedure uses
the TV monitor and the speaker; no additional
equipment is required. The self-test switch is located
on the game PCB, as shown in Figure 1-3. (The rear
door assembly must be removed whenever it is nec-
essary to work with the PCB.)

Table 1-2 contains specific details on the self-test
procedure. To start the procedure over from the be-
ginning, push the self-test switch up, then again to

the down position. This will return the test to Step T,
and can be done at any time during the procedure.
We suggest that you run the self-test procedure each
time the coin box is emptied.

H. GAME TESTS

Four-Player Games
If the paddlies are vertical:

e PLAYER T and 3’s control will turn counter
clockwise to move the paddle up the screen.

® The other controls will turn clockwise to move the
paddle up the screen.
If the paddles are horizontal:

® All controls will turn clockwise to move the paddles
to the right.

For error correction, check the harness hookup to
the potentiometer.

INTERLOCK
SWITCHES (2)

GAME PCB

. 4 _SELF-TEST
# @"g’ SWITCH
A
VOLUME
CONTROL

Figure 1-3 Location of Interlock Switches, Self-Test Switch, and Volume Control



Breakout, One-Player

¢ Start the game and check for the ball count remain-
ing on the screen during game play.

e Check the ball sounds for:

— Serve

— Paddle hit
— Brick hit
— Ball out

* When the ball goes out, the game should not shift
to the other player.

Error correction—possible ROM error, audio out-
put chip error (LM 380) if no sound atall, or errorin
part C010744.

Breakout, Two-Player

e Start the game and check to see if the ball count is
replaced by SCORE after the ball is served.

¢ Check to see if the game shifts to the other player
when the ball goes out.

Error correction—possible ROM error.

Soccer 1, Four-Player

¢ Startthe game and check to see that each player has
two paddles.

® Check the WHAMMY feature.
Error correction: possible ROM error, or error
in part C010744.

Soccer II, Four-Player

¢ Startthe game and check to see that each player has
one paddle.

¢ Check the CATCH feature.
Error correction: possible ROM error, or error in
part C010744.

Foozpong, Four-Player

e Start the game and check for multiple vertical pad-
dles.

Error correction: possible ROM error.
® Check the CATCH feature

Error correction: possible bad switch or line.

Hockey III, Two-Player

o Startthe game and check to see that each player has
three paddles.

Error correction: Possible ROM error, or error in
part C010744.

Volleyball, Four-Player

e Start the game and check to see that there are two
small and two large horizontal paddles.

Error correction: possible ROM error, or error in
part C010744.

¢ Check the jump feature.

Error correction: Possible bad switch or line.

I. OPERATOR OPTIONS

The options programmed for Tournament Table
offer maximum player appeal for each game location.
These options are listed in Table 1-3.They are preset
for a certain game setup during production. To de-
termine how the switches have been set for your
game, compare the TV monitor screen during the
self-test mode with the information in Table 1-3.

To change the toggle positions of the DIP
switches and set the options you desire, remove the
rear door assembly and locate the game PCB on the
right cabinet wall. Refer to Figure 1-4 for locating the
option DIP switches on the game PCB.

Set the switches for the desired options, as
shown in Table 1-3. Verify option functions by playing
the game.
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4-TOGGLE DIP ——
SWITCH

8-TOGGLE DIP
SWITCH

' GAME PCB
S

Figure 1-4 Option Switches on Game PCB

Table 1-3 Operator Options

8-Toggle DIP Switch on PCB | TV Monitor

Toggle No. during

Coin Mode/Game Cost Options 1 2 3 4 Self-Test
Two Coins Per Play—both Left* & Right* ON ON ON ON A
One Coin Per Play—both Left & Right OFF ON ON ON B
Two Plays Per Coin—both Left & Right ON OFF ON ON C
Three Plays Per Coin—both Left & Right OFF OFF ON ON D

First Coin—One Play; Second & extra coins—

Two Plays Per Coin ON  ON OFF ON E
FirstT(}Z]?(ier;—PLv;/soPl’elerlyé(;)iiecond & extra coins— OFF ON OFF ON F
Left—Two Coins Per Play; Right—One Coin Per Play ON OFF OFF ON G
Left—One Coin Per Play; Right—Two Plays Per Coin OFF OFF OFF ON H
Left—Two Plays Per Coin; Right—Four Plays Per Coin ON ON ON OFF I

Left —First Coin—One Play; Second & Extra Coins—
Two Plays Per Coin

Right —First Coin—Three Plays; Second & Extra Coins— OFF ON ON OFF J
Four Plays Per Coin




Table 1-3 Operator Options

8-Toggle DIP Switch on PCB | TV Monitor
Toggle No. During
Option 1 2 3 4 Self-Test
Left—First Coin—Two Plays; Second & Extra Coins—
Three Plays Per Coin
Right—First Coin—Five Plays; Second & Extra Coins— ON OFF ON  OFF K
Six Plays Per Coin
Left—First Coin—Three Plays; Second & Extra Coins—
Four Plays Per Coin OFF OFF ON OFF L
Right—First Coin—Seven Plays; Second & Extra Coins—
Eight Plays Per Coin
Left—Three Coins Per Play. Right—One Coin Per Play ON ON OFF OFF M
Left—One Coin Per Play. Right—Three Plays Per Coin OFF ON OFF OFF N
Left—First Coin—Three Plays; Second & Extra Coins—
Three Plays Per Coin
ON OFF OFF OFF (@)
Right—First Coin—Six Plays; Second & Extra Coins—
Six Plays Per Coin
Four Plays Per Coin—both Left & Right OFF OFF OFF OFF P
Toggle No.
8
Game Language (on TV screen) > 6 7
English ON ON
French OFF ON
German ON OFF
Spanish OFF OFF
Game Length 11 Points (in Breakout—3 balls served) ON 11 3
15 points (in Breakout—5 balls served) OFF 15 5
Breakout Replay
One full play granted after scoring required bonus level OFF |A,B,C,D,orE
No Replay ON NO
4-Toggle DIP Switch on PCB
Toggle No.
Breakout Replay Levels 1 2 3 4
Replay granted for: 200 Points OFF OFF ON OFF A
250 Points ON ON OFF OFF B
300 Points OFF ON OFF OFF C
400 Points ON OFF OFF OFF D
450 Points OFF OFF OFF OFF E
200 Points Any other switch setting A

*NOTE: In this table, Left refers to the left coin mechanism, and Right refers to the right coin

mechanism, when viewing the front of the game cabinet.
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GAME PLAY

The game has three modes of operation: attract
(power applied or after the end of a game), ready-to-
play (coins accepted), and play (after any START but-
ton is activated).

A. ATTRACT MODE

(See Figure 2-1)

The attract mode begins when power is applied
to the game and ends when the proper amount of
coins clear the coin acceptor, or at the end of each
game. The TV monitor displays the words GAME
OVER and the name of the last game played. The
score or scores of the previous game are displayed at
the top of the screen. The words on the TV monitor
appear in alternating white and grey video levels.
Players have the opportunity to set any one of the
twelve games with the GAME SELECT button. All con-
trols (except GAME SELECT) and sounds are inactive
during this mode.

L,
2 O




Figure 2-1 Typical TV Monitor Display During Attract

Mode

Figure 2-2  Typical TV Monitor Display During Ready-
To-Play Mode

Figure 2-3 Typical TV Monitor Display During Play
Mode

B. READY-TO-PLAY MODE

(Sce Figure 2-2)

When the correct amount of coins clear the coin
acceptor, the ready-to-play mode is initiated. During
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this mode the number of credits is displayed on the
left side of the screen and the name of the current
game is shown on the right side of the TV monitor.
Players have the opportunity to set any one of the
twelve games with the GAME SELECT button. Each
time the button is pressed to change a game, the
name of the game changes on the TV monitor. The
ready-to-play mode will also occur at the end of game
play if there are credits remaining.

The OPTION CONTROL buttons on the control
panel stay lit and the START buttons are lit according
to the number of credits showing on the TV monitor.

To play any game one credit per player is re-
quired. Without at least four credits, the FOUR-
PLAYER START button cannot be activated and so on
for the other versions. During game play the GAME
SELECT button is inoperable.

C. PLAY MODE

(Sce Figure 2-3)

The play mode begins when one of the START
buttons is pressed. Pressing a START button removes
the words from the screen and sets the playfield for
the selected game.

Breakout

In Breakout, a one- or two-player game is op-
tional. A minimum of two credits is required for a
two-player game. The controls on the far right of the
panel (labeled BREAKOUT SINGLE PLAYER CON-
TROL), are used for the one-player version. The
two-player version uses the same controls along with
those on the far left of the panel (labeled BREAK-
OUT). The OPTION CONTROL button functions as a
ball serve.

The object in Breakout is to obtain the highest
score. A three- or five-ball game is optional and there
is no time limit (see Chapter 1, Table 1-3). When all of
the bricks have been hit, the playfield is refilled.
There is no limit to the number of times the playfield
can be refilled with bricks. When this occurs the ball
count remains the same. However, when replay is in
use, and a player scores the specified amount of
points, one full play is granted. (One credit is given.
No credit can be earned during a replay game.) Table
1-3 contains replay levels and the corresponding
switch settings. No replay is also optional. The only
time replay information is displayed on the screen is
during the self-test mode (see Chapter 1, Table 1-2).
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Figure 2-4 Location of Player Controls

In a single-player game the ball count is dis-
played at the top left of the screen and the score is
shown at the top right. The count changes each time
the serve (OPTION CONTROL) button is pressed,
unless there is a ball in play. In a two-player game the
ball count and score locations are reversed for the
second player. The difference in the two-player ver-
sion is that the ball count stays on the screen only
until the first contact between the ball and paddle.
After initial contact the ball count disappears and the

opposite players accumulated score appears on the
screen.

The first two rows of bricks are worth three
points each, the second two rows are worth five
points each, and the last two rows are worth seven

points each. The ball speed increases every fourth
paddle contact up to the twelfth contact. Maximum
speed is reached by hitting any brick in the last three
rows. When a player ““breaks out’” by hitting a ball
through the last row of bricks and contacts the back
wall, the size of the paddle is cut in half for the
remainder of the turn. Each new turn restores the
paddle to its original size.

Soccer 1

Atwo- or four-player game may be selected. One
credit per player is required to start either game. Ina
two-player game, controls number one (white team)
and two (black team) are used. See Figure 2-4 for
location of player controls. In a four-player game all
four sets of controls are used. Controls one and three
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operate the white team, controls two and four oper-
ate the black team. The kickers (paddles) move to-
gether in vertical unison on the screen. Each player
controls two kickers, whether in a two- or four-player
game. In a four-player game, controls three and four
operate the striped kickers.

The object in Soccer | is to be the first team to
kick 11 or 15 goals, depending on which game end
score is selected. See Table 1-3 (Chapter 1) for oper-
ator options and the corresponding switch settings.
Each goal is worth one point. After a goal is scored,
the ball is automatically put into play against the team
which did not score. The white team score is always
on the top left of the screen, the black team score is
always on the top right. In Soccer |, players may use
the WHAMMY feature which is described in detail in
Chapter 1. Atime limit of ten minutes is programmed
into the game.

Soccer 11

Soccer Il is a four-player game. Four credits are
needed to start the game. Each player controls one
kicker. Controls one and three operate the white
team and controls two and four operate the black
team (see Figure 2-4 for location of player controls).
Players may use the CATCH feature which is de-
scribed in Chapter 1. Refer to the game play descrip-
tion for Soccer I, which is identical for all other
details.

Foozpong

Foozpong is programmed as a two- or four-
player game. One credit per player is required to start
either game. The CATCH option/feature (see Chapter
T)isavailable to playersin this game. The object of the
game is to score 11 or 15 goals (see Table 1-3, Oper-
ator Options) or to have the highest score after the
ten-minute time limit. Each goal is worth one point.

In two-player Foozpong, player one (see Figure
2-4 for player locations), controls two white rows of
paddles and player two controls two black rows of
paddles. In a four-player game, player one controls
two white rows of paddles, player two controls two
black rows of paddles, player three controls two
striped rows of white paddles, and player four con-
trols two striped rows of black paddles.

Each row of paddles moves vertically on the
screen in unison; however this movement is re-
stricted. Each paddle can move across half the
playfield. There are four paddles in each row, but
only three paddies appear on the screen at one time.
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After a goal is scored, the ball is automatically putinto
play against the team which did not score. The white
team score is always on the top left of the screen; the
black team score is always on the top right of the
screen.

Hockey 1

Programmed as a two- or four-player game,
Hockey | requires one credit per player to start the
action. The WHAMMY feature, described in Chapter
1,is available to players in this game. The object of the
game is to score 11 or 15 goals (see Table 1-3, Oper-
ator Options) or to have the highest score after the
ten minute time limit. Each goal is worth one point.

Players move the hockey sticks (paddles) verti-
cally on the playfield screen with their controls. In a
two-player game, each player controls one stick.
Player one controls the white hockey stick; player
two controls the black stick. (See Figure 2-4 for loca-
tion of player controls.) In four-player games, the
players also control one hockey stick each. Players
one and three control the white team; players two
and four control the black team. Each team has a
forward stick and a goalie stick, the latter being
striped.

The hockey sticks can be moved vertically up and
down the playfield from edge to edge. After a goal is
scored the ball is automatically put into play against
the team which did not score. The white team’s score
is always on the top left of the screen; the black
team’s score is always on the top right of the screen.

Hockey IT

Hockey Ilis a two- or four-player game and offers
the CATCH feature (see Chapter 1). In the two-player
version, each player controls two sticks—one for-
ward stick, and one goalie stick. The sticks move
simultaneously up and down the screen in a vertical
path. Player one controls the white sticks and player
two controls the black sticks. The four-player game
includes a vertical line of three paddles for each
player. Players one and three control the white pad-
dles; players two and four control the black paddles.
Figure 2-4 shows the location of player controls. See
the game play description for Hockey | for all other
details.

Hockey 111

This game s for two players only. As in Hockey 1,
the CATCH feature (see Chapter 1) is programmed
into this game. Player one controls three solid white
hockey sticks which move in unison; player two con-
trols three solid black sticks which do the same. Fig-



ure 2-4 shows the location of player controls. Refer to
the game play description for Hockey | for all other
details.

Quadrapong™

Quadrapong gives players the opportunity to
shoot at two different goals. Movement of each
player’s paddle is restricted to one side of a
rectangular playfield. Each side of the rectangle has a
goal, and each paddle guards a goal. To score, players
must hit the ball into either goal guarded by the
opposing players. It is possible for players to hit balls
into their own goals, thereby adding points to the
opponent’s score.

The object of the game is to score 11 or 15 points
(see Table 1-3, Operator Options) or to have the
highest score after the ten minute time limit. Each
goal is worth one point. One credit per player is
necessary to start a game.

In two-player Quadrapong, player one controls
the white paddles; player two controls the black pad-
dles. In a four-player game, players one and three
control the white paddles; players two and four con-
trol the black paddles. (See Figure 2-4 for location of
player controls.) In both versions, the horizontal
paddles are larger and solid; the vertical paddles are
slightly smaller and striped.

After a goal is scored, the ball is automatically
put into play against the team which did not score.
The white team score is always on the top left of the
screen; the black team score is always on the top right
of the screen. There is no option feature for Quad-
rapong.

Handball

This game is played almost the same as a regular
game of handball. A two- or four-player game is op-
tional. In either case players control one paddle each.
One credit per player is required to start the action.
To win, a player or players must score 11 or 15 points,
or have the highest score after the ten minute time
limit. See Table 1-3 for operator options and the cor-
responding switch settings.

All paddles are located on the same side of the
playfield. To score, a player must “pass” the other
player’s paddle. Each time this is accomplished, a
player scores one point. The WHAMMY feature is
part of the handball action in this game. See the
description in Chapter 1 for details on this option
feature.

In a two-player game, player one controls the
white paddle; player two controls the black paddle.
(See Figure 2-4 for location of player controls.) When
a paddle is solid, it is that player’s turn to hit the ball.
After the ball is hit, the paddle will blink. If the ball is
hit out of turn (when the paddle is blinking), the
opponent scores one point.

In a four-player game, players one and three
control the white team; players two and four control
the black team. Paddles three and four are striped.
The tactics are the same, except that two players are
added to the game. Both paddles on one team will
blink when it is the other team’s turn to hit the ball.

Players move their paddles vertically up and
down the playfield. It is possible to make the paddle
disappear from the playfield by going beyond the
edge or wall. After a goal is scored, the ball is auto-
matically putinto play against the team which did not
score. The white team score is always on the top left
of the screen; the black team score is always on the
top right of the screen.

Volleyball

Two or four players can compete in this game.
The object is to return the ball over the net which is
located at the bottom center of the playfield. To win,
a player or players must score 11 or 15 points, or have
the highest score after the ten minute time limit.
Table 1-3 in Chapter 1 contains information on oper-
ator options and the corresponding switch settings.

The paddles move in a horizontal line at the bot-
tom of the playfield. A player or team scores one
pointwhen the opponent misses the ball or hitsitinto
the net. In a four-player game, the second player on
each team will cover the upper portion of the
playfield with a smaller paddle. See Chapter 1 for a
description of the JUMP feature, which is pro-
grammed into the Volleyball game.

In a two-player game, player one controls the
white paddle; player two controls the black paddle.
(Figure 2-4 shows the location of player controls.) Ina
four-player game, players one and three control the
white team; players two and four control the black
team. After a goal is scored the ball is automatically
put into play against the team which did not score.
The white team score is always on the top left of the
screen; the black team score is always on the top right
of the screen.
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Basketball I
This game has a two- or four-player version. As in
all Tournament Table games, one credit per player is
necessary to start the action. Each player controls one
paddle that moves in a horizontal line across half of
the playfield bottom. Each player or team has a
basket. The player or team on the left side of the
" playfield shoots at the right basket, and the player or
team on the right side of the playfield shoots at the
left basket. One point is awarded for each basket
scored. To win, a player or team must score 11 or 15
points, or have the highest score after the ten minute
time limit. See Table 1-3 for information on operator
options.

Where the ball is dribbled on the paddle deter-
mines the direction in which it will travel. If the ball is
dribbled off the right side of the paddle, the ball will
shoot to the right. When the ball is caught between
the bottom of the playfield and one of the paddles,
the ball will eventually bounce through the paddle.

A player or team scores one point when the ball
goes through the basket. In a four-player game, the
second player controls the smaller paddle located
higher on the playfield. See Chapter 1 for a descrip-
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tion of the JUMP feature, which is programmed into
this game.

In atwo-player game, player one controls the white
paddle; player two controls the black paddle. (Figure
2-4 shows the location of player controls.) In a four-
player game, players one and three control the white
team; players two and four control the black team.
After a goal is scored the ball is automatically putinto
play against the team which did not score. The white
team’s score is always on the top left of the screen;
the black team’s score is always on the top right of the
screen. Itis possible to score points for the opponent
player or team by shooting into the wrong basket.

Basketball 11

See game play description for Basketball I. The
only difference between the two games is that
Basketball [l offers the CATCH feature, which is de-
scribed in Chapter 1.

GENERAL NOTE

The game sounds for the various Tourna-
ment Table games range from low- to
high-pitched electronic noises. Each game
function or action has a distinct electronic
sound. ’




" MAINTENANCE AND
ADJUSTMENTS

Due to its solid-state electronic circuitry, this
Atari unit should require very little maintenance and
only occasional adjustment. Information given in this
chapter and elsewhere in this manual is intended to
cover most servicing situations that may be
encountered at the game site. The procedures given
are in sufficient detail to be understood by a person
with moderate technical background.

NOTE
If reading through this manual does not
lead to solving a specific maintenance
problem, you can reach Atari’'s Customer
Service Department by telephone Monday
through Friday, from 7:30 a.m. to 4 p.m.
Pacific Time. From California, Alaska and
Hawaii, call (408) 984-1900; from the re-
maining 47 states call (800) 538-6892 toll-
free.

tf you are interested in gaining more in-
formation on video game technology, es-
pecially the electronics, we recommend
reading the Video Game Operator’s
Handbook, manual number TM-043. This

book is available from Atari, Inc., Attn. e
Customer Service Department, 2175 Mar- M

tin Avenue, Santa Clara, CA 95050 for $5 preseseerst
each, or from your distributor.




A. CLEANING
The exteriors of game cabinets and plex panels
may be cleaned with any non-abrasive household
cleaner. If desired, special coin machine cleaners that
leave no residue can be obtained from your dis-
tributor. Do not dry-wipe the plex panels because
_any dust can scratch the surface and result in fogging
the plastic.

B. COIN MECHANISM
Components On Coin Door

Figure 3-1 shows the back side of the coin door
assembly where the game’s two coin mechanisms are
mounted. Included is the lock-out coil assembly; the
lock-out wires are connected to this assembly but are
hidden behind the coin mechanisms. During the at-
tract mode the microcomputer energizes the lock-
out coil, causing the lock-out wires to retract far
enough to allow genuine coins to reach the coin box.
But during the ready-to-play mode when the LED is
lit, and during the play mode (and also when AC
power to the game has been turned off),the lock-out
coil is de-energized, causing the lock-out wires to
move out farenough to divert coins overtothereturn
chute.

Directly below each coin mechanism is a sec-
ondary coin chute and a coin switch with a trip wire
extending out to the front edge of the chute. When
the trip wire is positioned correctly, a coin passing
down the secondary chute and into the coin box will
momentarily push the trip wire down and cause the
switch contacts to close.

Also shown in the photograph is a slam switch
assembly. [t has been included to discourage any
players who might try to obtain free game plays by
violently pounding on the coin door to momentarily
close the contacts on a coin switch. The slam switch
contacts connect to the microcomputer system,
which will ignore coin switch signals whenever the
slam switch contacts are closed.

Access to Coin Mechanisms

To remove jammed coins, and for maintenance
cleaning, each magnet gate assembly can be hinged
open without removing it from the door, as shown in
Figure3-2. Or, if necessary, each coin mechanism can
be entirely removed from the door merely by pushing
down on arelease lever and simultaneously tilting the
mechanism back, then lifting it up and out, This is
shown in Figure 3-3.

Slam
Switch
Assembly

Lamp

Coin
, Lock-out
L
amp Holder Coll
Figure 3-1 Coin Door Assembly Figure 3-2 Hinging Open the Magnet Gate Assembly
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Figure 3-3 Removal of Coin Mechanism

Cleaning of Coin Paths

CAUTION
The use of an abrasive (such as steel wool
or a wire brush) or a lubrication on a coin
mechanism will resultin a rapid buildup of
residue.

By talking to many operators, we have found that
the best method of cleaning a coin mechanism is by
using hot or boiling water and a mild detergent. A
toothbrush may be used for those stubborn buildups
of residue. After cleaning, flush thoroughly with hot
or boiling water, then blow out all water with com-
pressed air.

Figure 3-4 shows the surfaces to clean inside the
coin mechanism. These include the inside surface of

(Clean both surfaces where coin enters
the mechanism, as well as the magnet)

Figure 3-4 Surfaces to Clean Inside the Coin
Mechanism

the mainplate, and the corresponding surface of the
gate assembly. There may also be metal particles
clinging to the magnet itself. To remove these you
can guide the point of a screwdriver or similar tool
along the edge of the magnet.

[f coins are not traveling as far as the coin mecha-
nisms, you will need to clean the channel beneath the
coin slot. To gain access to this channel, use a 3%-inch
wrench and remove all three nuts that secure the
cover plate (refer to Figure 3-5). Removing the plate
will provide access to the entire channel.

Also clean the inside surfaces of the secondary
coin chutes, but when doing this be careful not to
damage or bend the trip wires on the coin switches.

Figure 3-5 Removal of Plate Covering Rear of Coin
Slot

Lubrication

Do not apply lubrication to the coin mecha-
nisms. The only points that may need lubrication (and
only rarely) are the shafts of the scavenger buttons
(coin rejection buttons) where they pass through the
coin door. Apply only one drop of light machine oil,
and be positive that no oil drops down onto a coin
mechanism. Figure 3-6 shows this lubrication point.

Adjustment of Coin Switch Trip Wire

In order for a coin switch to operate reliably
when a coin travels down the secondary coin chute,
the rest position of its trip wire should be as shown in
Figure 3-7. Use extreme care when handling ortouch-
ing these wires,
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Manually hold down rejection button
and apply one drop here

?wg

Lock-out Wire

Figure 3-6 Close-Up View of Lubrication Point

Three problems can occur with trip wires—they
can be too long, too short, or become loosened and
fall off.

Correctly
adjusted
trip wire

Figure 3-7 Detail View of Coin Switch and Trip Wire
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CRIMP TOGETHER
MOUNTING STUD AT
2 ARROWS SHOWN

Figure 3-8 Securing the Coin Switch Trip Wire

With a wire that is too long, you may have a
problem of it catching on the openingin the cash box
as a coin is accepted. You can cut off the end of the
wire in small increments, making sure it still extends
slightly through the V" of the coin chute.

If the trip wire is too short (either by wrong ad-
justment or by being cut off too much), coins may slip
by the wire without tripping it, and no credits will be
given. The solution is to carefully bend and straighten
out the wire to lengthen it. If you cannot straighten it
sufficiently, contact your distributor to order another
trip wire.

If the wire is loose and falls off its mounting stud,
it will also cause no credits to be given. Secure the
wire by crimping-together both ends of the brass-
colored mounting stud with a pair of pliers (see Fig-
ure 3-8). If you should ever need to remove the trip
wire, the two halves of the mounting stud can be
separated with a small screwdriver.

Mechanical Adjustments on
Coin Mechanism

Coin mechanisms are adjusted prior to shipment
from the factory and normally will retain these ad-
justments for many months. If, due to wear or other
causes, it becomes necessary to make new adjust-
ments, remove the coin mechanism from the coin
door. Then take it to a clean well-lighted areawhere it
can be placed in a vertical position on a level surface
(such as a bench top). Besides a screwdriver, you will
need a set of several coins, including both new and
old, worn ones. Figure3-9shows an exploded view of
the mechanism and gives procedures for adjusting
the kicker, separator, and the magnet gate. These



ITEM IDENTIFICATIONS
1 Kicker and Separator Screws
2 Washers
3 Kicker
4 Separator
5 Gate Lever Spring
6 Gate Pivot Pin
7 Mainplate Assembly
8 “C” washer
9 Rail
10 Gate Assembly
12 Cradle Assembly

13 Upper Gate Pivot Spring
14 Undersize Lever Assembly
15 Magnet Gate Assembly

16 Magnet Gate Adjuster

17 Retaining Screws

18 Coverplate Assembly

19 Return Coverplate

-

10.

-

20 Coverplate
21 Mounting Studs
22 Lower Gate Pivot Spring

. 23 Coin Rel L r
Kicker and separator elease Leve

. Set the acceptor with the back of the unit facing you in the test position.
. Loosen the kicker and separator screws (1) and move the kicker (3) and the separator (4)

as far to the right as they will go. Lightly tighten the screws.

. Insert several test coins (both old and new) and note that some are returned by striking

the separator.
. Loosen the separator screw and move the separator a slight amount to the left. Lightly
retighten the screw.

. Insert the test coins again and, if some are still returned, repeat Step 4 until all the

coins are accepted.

. Loosen the kicker screw and move the kicker as far to the left as it will go. Lightly retighten

the screw.

. Insert the test coins and note that some are returned.
. Loosen the kicker screw and move the kicker a slight amount to the right. Lightly retighten

the screw.

. Insert the test coins again and, if some are still returned, repeat Step 8 until all the coins

are accepted.
Be sure that both screws are tight after the adjustments have been made.

Magnet gate

. Set the acceptor with the front of the unit facing you in the test position.
. Turn the magnet gate adjusting screw (16) out or counterclockwise until none of the coins

will fit through.

. With a coin resting in the acceptor entrance, turn the adjuster in or clockwise until the

coin barely passes through the magnet gate.

. Test this adjustment using several other coins (both old and new) and, if any fail to pass

through the magnet gate, repeat Step 3 until all the coins are accepted.

. Fix the magnet gate adjusting screw in this position with a drop of glue.

Additional Cleaning

Remove the transfer cradle (12) and the undersize lever (14).

Use a pipe cleaner or similar effective cleaning tool to clean the bushings and pivot pins.
Replace the transfer cradle and the undersize lever.

To be certain the coin mechanism is completely free of any residue, place the mechanism in
boiling water for several minutes. Carefully remove it and let it air-dry completely before
reinstalling in the door.

Figure 3-9  Adjustments on Coin Mechanism
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adjustments should only be done by someone who
has experience in servicing coin mechanisms and
who understands their operation.

General Troubleshooting Hints

The firstaction is to look for jammed coins. After
these have been removed, examine the coin path for
presence of foreign material or loose objects (such as
chewing gum, small metallic objects, paper wads,
etc.). In cases where game usage is heavy, it may be
necessary to clean the entire coin path periodically,
in order to prevent build-up of contaminants that can
hinder the movement of coins through the
mechanisms. Also confirm that the trip wire on each
coin switch is intact, and is properly adjusted. If trou-
bles still persist, check the conditions